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Welcome to another installment. of 
GAMEFAN BOOKS, your strategic tour de 
force, Inside this very book, you'll find 
perhaps one of the year’s hidden gems, 
Capcom’s DarkStalkers. 

We here at GameFan books thought 
Wwe were assigned another Street Fighter 
clone. However, after just a few minutes 
with DarkStalkers, we realized just how 
innovative DarkStalkers really is. Had 
we known DS had chain combos and 
guard ‘reversals when it first came out 
three years ago, we would’ve lost far 
less quarters at the arcade! 

DarkStalkers was the first, Capcom 
game to introduce quite a number of 
Capcom’s now legendary standards: 
chain combos,a “spe- 
cial”, gauge, guard 
reversals, and, even 
the dramatic change to 
sixteen color, hand 
animated 
These features have 
now graced all CPSII hardware Capcom 
fighting games, and just may be the new 
standard to beat. 

Perhaps one of our favorite features 
about DS is the amount of character 
poured into every one of DS’ combat- 
ants. Each sprite animates more fluidly 
than your average Saturday morning car- 
toon. Because of this, we've paid spe- 
cial attention to the frames of animation 
in DS. This is evident by the amount of 
screenshots crammed into every charac- 
ter’s poses page. Our reasoning is, 
well, they just look awesome, and the 
fact that these select frames are only on 
Screen for mere seconds. We feel it’s 
little added touches like these that add 


“personality to the game, and give aah 





* DarkStalkers ERS the first has a loyal 
Capcom game to introduce 
quite a number of Capcom's gaming 
sprites. now legendary a ‘ 





character their own identity. 
look at DS’ odd cast — where else ca | 


a Samurai fight a Frankenstein, usi 
awesome combos, and special 3? | FRANK 1 MARTINEZ JR. 


To top it off, each character plays per- GERALD ABRAHAM 
fectly, and if enough time is put into a} C 
character, you begin to find just how | E 
deep DS really is. ly 

It’s still hard to believe, after di 
ering how great DSis, why it dit 
well in the states. In Japan, | 
(the Japanese name) has a great fo 
ing. It’s even spawned its own line of 
Vampire goods, ranging from ke 
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costumes. Vampire isn't just nychincadenitl 
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a product i 


devoted artists { 
send their pi 


hoping to have it 
: ~ printed. 


the top favorites (how'd gues 
and can always be found of 
art section of the better publicat 





in the states - great artwo 
toys! Not just exclusive to Darkstalk 
but all great games that Brve SUC 
attention. 

In closing, we hope jou enjoy 
DarkStalkers strategy Hd oy hee renee 
you have as much fun ya ah do Hus 





996. ©CAPCOM U.S.A... INC. 
|. DarkStalkers is a trademark 
IM is a registered trade- 





went into this game, it’s 
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TRAINING 


(O's ROS =7,1 8) 
Siult>m 1010) 


Attacks 
The attacks pages are rather self- 
explanatory. These pages illustrate 
the full striking range of a charac- 
€er’s moves, which attack buttons 
perform them, the percentage of dam- 
age they inflic€, and where fo block 
the attack (High, Low, or Air). Attacks 
with multiple damage percentages hit 
esto) -Y-dslole Mole lot em 


How fo Block Which Attack Button 
Damage 
Percentage B STRONG 
BLOCK "DAMAGE BLOCK 


Special Moves 
These pages demonstrate 
io oY o) Xo) of -2- Move) ei oa Xo) am oloCo am 
Melela (olet-MeloloMl oloi ice) Mote) es) +) ba 
nations required to per- 
form a characters special 
moves. Damage is repre- 
sented by a percentage 
for moves which are con- 
sistent. Special moves 


STANDING 





which vary in damage are Situation 
represented as “Variable,” Combos 
and as an “X” in €he dam- The Combo pages show, frame by 
age equation. Moves frame, how to perform multiple 
rae) p) (ol pote moll of -¥l 0) KeYot < =o) attacks in sequence. The left bar indi- 
will read “NA” or Not (ore; f=t:se) >) (ol, Mod plo) -Yo(ot d=) >: od oYome Ako t=1 a Xo | om 
Available. (Yo Movoys) slo selo)-1 <: Mo) Mam OF -10h-Lo(oid=a-T-M se) far] 
Céiminans an “O” means that the combo will 
Name of work successfully on them, an “X” 
Move How to means i€ will not. Please note, all 
Block — combos illustrated in this strategy 
Damage guide were performed on a speed set- 
Reece mnage ting of Three, not all combos can be 
\ ‘ performed at a lower setting. 

2% ANY PUNCH Command + Degree of Ere 4 
| BLOCK Damage per Difficulty + ar 
nese CEN Attack Damage 
ey ¢* Pap t As 
Oo ' 3 HIT DASHI CHAIN COMBO 
AS DEMITRI O NOVICE 7 300 
=° J. TALBAIN O -6%- -9%- -15%- 
ra ANAKARIS O| JABS STRONG ~~ ROUNDHOUSE 
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Jj aa oie 
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z yr FELICIA 
Qs BISHAMON 
& >. RIKUO 
t enant Fei Nitea Ke): MmaXo) 
Indicates This Move Can 
Only be Performed With Which Characters the Combo Works 
Full Special Gauge Against (Coe (tp Gems (>) 


15} Kolo a boys] 
Blocking in DarkStalkers 
is €he same as in any 
other Capcom fighting 
game Simple: Hold back 
[ol o) KoYes dan ol sp -Mme) o) ele) allel as} 
fo toi ole (of eae M1 fol eto) bots Mol} Ma) 9 le 
sive position blocks high 
attacks, and a crouching 
Col <3 w=) a ¥-1 3 o) Kolod <- Ja Kol 4) 
attacks. 


Air Blocking 
Added to DarkS€talkers’ 
gameplay engine is the 
feCeto) to (o) po) Mo) h- do) Kolo] «om 
Once airborne, simply 
| eYo) Kolm ole (o1 ami coll o) Kolos aun ol ei-d 
fo) o) Xe) l=} ol ot Mode lore} ie) bets) 
attack. You cannot air 
|e) KoYos ae tf -) Mm ol} -EMeod Deed bots] 
an air attack; however, 
you can attack in the air 
after air blocking your 
oye) slo) ello MoD h-Mol ade lol ae 
Some characters can 
fo] RevoMe me) iKel se Mole Me) bl o)KeLot 4 
with a special move. The 
(oh o) KeYed anoto le Me] Fro o) Kolo 4 
most projectile moves, 
yet you can’t block an 
opponent’s attack from 
id oY-Is) Lol ste loM@ R—Mame Mri del eLoyy 
ing fierce attack). 


Throws 
Every character in 
DarkStalkers, with the 
exception of Anakaris, has a 
throw. Throws are often 
referred to as cheese; how- 
ever, they were obviously 
put in the game for a rea- 
son. Throws, in essence, 
(foto =) bd e1-)- ts (-1 ih ols Mole mel Me | 
tight situation, or wake up a 
Col-1 m1 of-) Lolo) Kon) - a Kol do) -Lotee) 
Aifolsh: xe) 2) slo) ol =) 0] ame (1 ol el=> 4 ome ole) 
td oY-)o0 mo) Lo1-1- 9 ole (o4 ae) - Ma Kol sole -Xo) 
(o} om od alm ote) ela -Xo) Mmm ole (oMmel elomn Velened 
(oj Toh -Xo(oid—-)- MMi de) Lol soll ol oid de) am 
td Ronit >) Lol de): Lols ols dole) 
much, or need throws to 
[cote meh -L-Melelelenla lets Me) o) Lore 
eL-lelo-MmololoMeh-L-We Kot-t-) 6m (to Me fa) 
cheesers. Regardless, 
throws can be anticipated, 
and like any other move in 
the game, require skill €o 
pull off successrally. 


(OTs (op -Lomm Cao) -t:10| Ks} 


The name is exactly what it implies: reversing 
your opponent’s attack with one of your own, 
70) p) IRM Vol oh - Mod poh -Lo (oi f=) - Mn t-m bo lo o1=) blocking position. 
Every character in DarkStalkers has a special 
move, which acts as a guard reversal move (with 
the exception of Anakaris). To perform a guard 
reversal move, you must first block an attack, 
and — on the point of impact — perform your 
(oj Yoh -Xoloi dM) guard reversal move. If timed prop- 
erly (timing is the key to success) y 
ter will become invincible for the é 
fm -Lolesl-t- Mo} Marl) b- Wes [4 (oh Lom -{-1el-3--101 | move, and 
(Lolsteld-y- Mr oleh; Me) 0) elo) ol-1e) mmm O14 (oh -Lo Mm -L-1ol-1-2-) bots ito) boys] Ke) 
hits are quite difficult, bu€é can be accomplished. 
lé’s much easier to guard reverse attacks, which 
bi€ more than once while blocking (i.e., 
Sasquatch’s Big typhoon, or Demitri’s Bat Spin). 
Command 
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Attacks and Special Moves 
UN oo Cod e-Mol Lomi plo] ol-t-9 40) 7) (ole Melodie Lo) al 
Require anything special to perform — 
them, merely a single button press, or > 
a direction and a button press. These 
teh de teleloh-Lo Meio de (ol <M eslehYae) iim esto) -L-m ol ool o] 
once, and if properly timed, can be 
fod Toa bel Tol foo) o1-Mol lola sta Mae M10 (4-1 Lol 
Special moves are attacks which 
-Yole( shh -L-me Mote) eid -Lo) Mm Lolo Mofeyesleslol elo Mel olole| 
specific bu€ton or buttons. Special 
attacks, in most cases, deal = 
more damage than a stan- “ 
foYou Lo Mota doled @me-foll 9) -Lo) 1-1-1 In N4 =; 
learning a character’s : 
special moves is vital in 4 
playing them properly. { 
tsToyestomes) of-109 Co] MMV (oley-t-olols}o)K-mm 
as super moves when a 
full special bar is 
acquired. These 
“super” versions ani- 
mate slightly differ- 
ently, ano deal much 
ete) -X-Meoleleslole(—mid stole} 
normally. However, 
no€ all super moves are powered : 
up versions of existing moves, © 
some super moves can only be per- 
formed when a fully powered spe- 
cial bar is at hand. 
























Special Bar 
DarkStalkers uses a unique special bar 
system. By throwing out more attacks, 
your meter slowly fills €o the top. 
Performing special moves often speeds 
up the process. Once filled comple 
od {=m co) oa of pM) of -Lo4 Co] Mame be Lo) Lofel fe) - a oh Lo) 
lights up, as the special bar slowly 
depletes i€ Reserved energy, allowi 
the player only a short time fo tak 
advantage of it. This s eeds up the 
gameplay, keeping pl , 
numerous special ba 
for the last round. 
your character ca 














Rm super spe- 
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or attacks. 
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e familiar 
combos, is to 
Rt with a weak attack, and when — 
park appears on impact, immedi- 
Foti ol ol lb 4 aM oco)-4-X-1-) oe) Lo) bole mold delet g 
button, and so on. Timing is crucial, the — 
chain combo system isn’t as forgiving as 
that found in Street Fighter Alpha, but the — 
same goes for both games: oe combos 
are the key fo victory. ; 


RANKING 
CHART 


The following ranking chart depicts 

the outcome of numerous DS tourna- 
ments in Japan. This chart reads from 
lef€ to right; the left column repre- 
sents the actual character ranking 
(Morrigan being the top seeded fighter). 
The grid number (or effectiveness num- 
12) OI oo do 1-MR 20s] 1 Mo) Mo Mod elon -Lo(ond-)- MM elo i els) 
Represents that character’s ef fective- 
ness against the corresponding character 
found just above their effectiveness number. 
These numbers are then totaled together giving 
you an overall effectiveness rating against every 
(od Yoh Yolotd—}- Miele so) slo) Kom 
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As one of the most well rounded charac- 
ters in DarkStalkers, Demitri is equally 
effective for either the beYole) Co -Moh td ct] 
expert. Special Move commands are fdenti- 
cal to that of Ryu From Capcom’s Street 
Fighter I (Fireball and uppercut motion), 
making him easy to pick up. In addition, 
Demitri’s powerful attacks and simple chain 
combos make him a formidable opponent... 


Demitri’s best offense is the Chaos Flare. 


Both ground and air Chaos Flares travel the 
length of the screen etel a toys] i€ difficult for 
opponents to approach. With this, he can 
set up his game by luring players to jump in 
at him. As soon as the opponent jumps 
towards him, either a standing forward 
kick or a Demon Cradle can be used to 
counter. This strategy, when done enough, 
is sure to annoy just about anyone. In addi- 
tion, Demitri can also have two projectiles 
on screen at once, one high Chaos Flare and 
one low Chaos Flare to further add fo the 
mix. 

For characters with effective methods 
for dealing with projectiles, such as Victor 
or Felicia, you should be more cautious and 
try not to throw too many fireballs. The 
super Chaos Flare can be very effective 
against other projectile characters. If per- 
formed early enough, it will take out the 
‘opponents projectile and hit the opponent 
before they can recover. The super Chaos 
Flare can also be done in the air as another 
method of surprise. 

Possibly one of Demitri’s most versatile 
moves is the dash. First of all, a diagonal 
Demon Cradle or diagonal super Demon 
Cradle can be performed from either the 
front or back dash. Second, the speed at 
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REVERSAL 
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STRATEGIES 


which i€ travels provides a great camou- 
flage for either a Bat Dive, a Negative 
Stolen or a Midnight Pleasure. Finally, lt 
passes through projectiles easily. This dash, 
If used properly, can be the basis of 
Demitri’s game, quickly dashing backwards 
ot eLoMs mo) -icelen-Lol-Motoleb abel: Mh (oleh: Me) +) slolel-1el all do) 
mistakenly walk into a diagonal Demon 
Cradle. Demitri’s dash also allows him to 
feketereMa ol ph Lol stele Mn Yiel 4h Me) +) slo el-le led Mol slob Loco} ey 
(sprite); if used correctly, this cross-up can 
be performed as your opponent is rising 
from a fall to confuse them into guessing 
which direction to block an, incoming attack. 
Though not very useful in most cases, 
the Bat Spin can easily fool an opponent try- 
ing €o hi€ you out of the air. Simply jump at 
the opponent, ano rather than hitting an 
attack while coming down, Bat Spin at the 
height of your jump. If your opponent tries 
to hit you in the air, you should throw off 
their timing with the Spin and hit them 
while they are stuck in their attack anima- 
tion. With the super Bat Spin, this becomes 
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Jump in with a late forward and follow it up with a throw to wake up defensive 


players. 


Ip your opponent anticipates your cheese, throw out a low beXol stake) Yolst to] 


or perform a Bat Spin at the height of your jump for the reversal. 
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When Dashing, grab unexpecting [oy 0) fora 
nents, or perform a Midnight Fury for 
even more damage. Use a low Roundhouse 
or Demon Cradle for the reversal. 









© )-Demitri’s Forward kick and 
Demon Cradle are excellent — 
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~- STRATEGIES 


Jon Talbain is probably the best character change its direction after the first hit so that 





for new DarkStalkers players since his spe- i€ juggles your fallen opponent. This can 

cial moves are both rolling motions, as well as become very aggravating for your opponent, 
charge motions. His speed, and numerous spe-__ so use it as often as possible. When jumping 
cial moves make him a healthy choice for both in, Jon can chain a diagonal downward air 
the novice and the fighting fanatic. Luna’s Hammer after a jumping forward kick 

Since Jon doesn’t have many un-counter- for two hits. When powered up, this does 
able techniques, it is important to use his even more damage. 
speed fo your advantage. For this reason, Jon’s Climbing Razor, standing short, and 
dashing is vital. A dashing forward kick fol- low fierce are all effective moves against a 
lowed by either a Climbing Razor or a grab jumping opponent. Even though the fierce and 
leaves Little time for reaction, forcing your short are ideal for the beginner to use, they 
opponent to guess. On a speed setting of can be countered by certain characters and 
Three, your opponent’s reaction time is almost should be substituted for Jon’s Climbing Razor 
cut in halfg, giving you even more of an advan-_ if possible. The Climbing Razor can be chained 
tage. ie Mexe} rl slot Mme telo Merete Ml ol-Melolel-tolma-)- Moi delete) bots] 

i \oan Foao] Rte sLot-t=) |) KM co Melor-) 7M 1-17) bold pl-Me) o) ood attacks for that added insult because it has no 
nent while they are rising from a knockdown charge time. Performing a short Climbing 
and catch them with a chain. However, Razor doesn’t travel forward, but rather 
against experienced players, a throw is less leaves Jon in the same place he started, so it’s 
often countered than a chain and should be a great way fo build up your special gauge 

/more frequently used. against a slow opponen€. 

MKelbelob be WMecloh be Meloleleteldets (Mets (ob belied oh Loy (Lor Though Jon isn’t in the top bracket of char- 
tiles is the ability to walk right under them. acters on the ranking chart, i€ is possible to 
At close range, Jon can easily slip under a defeat even the top seeded characters with 
fireball and combo the opponent while they him. This might not be easy, but with practice 
are recovering. This tactic alone forces your and determination, this DarkStalker can 
Rival to resort to other methods for keeping become the deadliest : OF pass) 












you away. Once the projectiles stop, resort to 
other methods to force another fireball 
foot} Kotstel ola @elotsel-)nYaoml lo a. Lole( Mey Mm de)-Lolsel-Mols lo) 
poking attacks). 

The ground Luna’s Hammer is perhaps Jon 
Talbain’s best attack for the patient turtle. 
The quick recovery allows him to safely peck 
away at the opponent’s energy bar and build 
up your super gauge simultaneously. The 
Luna’s Hammer can also be chained to combos 
for even more damage. When powered up, use 
the super Luna’s Hammer in a combo, and 
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Trip the pponent with roundhouse and At close range, it is possible to walk under 
immediately dash behind them. Then follow the enemy’s fireball and combo while they 
up with either a roundhouse or a chain. are still in recovery. 
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Jon can immediately Recover 
from the jab Luna’s Hammer. Use 
this technique against turtles. 


Try jumping on the the eanonont Both the Climbing Razor ‘and 
with an early forward and then low fierce are ideal for inter- 
2-in-1 into an air Luna’s Hammer. cepting a jumping opponent. 
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TRATEGIES 


opponents head. Ip €hey don’t walk into this one 
trying to reverse it, they’re usually forced to 
take a blocking position. 

Because Victor lacks a projectile, he’s 
forced to play a game of defense, keeping oppo- 
beX-selt-wolseloh vance) tae Mole l-mdseleMl olalelesl-t-MeleloMeoladeted <-} 
waiting for a chance fo come in with a Oamag- 
ing chain combo. Until the golden opportunity 
arises, Victor’ 's Gigabomb is his best defense to 
keep opponents from jumping in — it animates 
fast ano is easy to perform. 

Once Victor has gotten inside your oppo- 
nent’s defenses, immediately Kot eLo Me red oYo) be] 
combo because Victor’s damage ratio is much 
higher with a multi hit combination than it is 
with a simple throw. Mastering chain combos 
Minto) ido MAA (oi Xo) -Mn fre) Lo] Mole») (Motel) -10] A game, and is 
perhaps his biggest advantage — especially on 
larger opponents like Anakaris, who is open 
game fo Victor’s air combo onslaught. Victor 
can also air chain on smaller characters, but 
ie requires expert timing. 

Overall, Victor is an easy character fo pick 
up ano have fun with, but becomes even better 
with a little €ime and patience. Making him 
effective is easy, making him unstoppable 
- Requires skill 


GUARD REVERSAL 





Victor is perhaps the most powerful char- 
acter in DarkStalkers in terms of the damage 
he inflicts. His brute force is his only real 
weapon, and when multiple blows are chained 
together Victor can really cause some 
headaches. 

; N'A (oi ko} - Wa Lol ode] nian elel-meidelelelel-LeMoladele) ameelolel ty 
but also electrified attacks. Holding the prop- 
(3; Mol dole) au lsiddolsMololsele ls kojels(-2- md clole Melon -deele|l 
allows Victor to electrify his attacks. The 
electrified attacks take off slightly more dam- 
age, ano knock down your opponent. 
Unfortunately, only Victor’s crouching Ho (-)-Lor-) 
electric punch can be chained into a combo, 
and works great as an anti air move if per- 
formed early. 

__ Victor lacks a forward dash move so get- 
ting in close can become quite a task. ’s best 
to stick ou€ attacks alternating betwe 
mal punches and kicks and electririe 
and kicks €o get your opponent t 
them. If successful, your opp , 
10) FaYako) 2X oie Lol o) Ko hYano Mi KeleYs im Lele le(—1 
balls at projectile-less Victor. 
ten your opponent to this poin€, 
their fireballs and slide under 
Gigabuster, or a close Gigaham: 
moves have frames of animati 
seemingly large Victor can pass 

projectiles. Once you've gotten 

on the ground, try sticking out an early 

crouching roundhouse so that Victor’s heel 
strikes the opponent as they Rise, forcing your 
opponent fo block. This is very hard 

b Y= oy-)-s-1- Me | plot sb) 1-16 Mele) el—) against hea 

opponents determined to reverse it with an 

uppercut move, usually ends up in your favor 
with more damage done to your opponent From 
failed tries. As a variation, stick out an early 
standing fierce punch, so that the end of 

Victor’s fist is just barelys over your Rising 
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immer is Victors’ best defense 
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" An early roundhouse or | 

punch are {deal for Enectiaa 4 your py 
from the air. For a last minute an 
arta: use Victors’ GigaBornb: 







Come in with a late Roundhouse, and follow f€ up 
with a throw for.an easy cheese. Repeat step one 
Pollewed'c with low goundhouse FOR: che) variation. 
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Lord Raptor is one of the most aggressive 
characters in DarkStalkers. Since most of his 
attacks d0 not deal much damage, his best method 
for £e) (oxo) -h MM E-Me Motelel-idelelamet-t-lol4]hamm Mol olde) oi} 
biggest problem is against keep away oj Yoh -Yo los f-)--) 
like Victor and Bishamon. 

Raptor’s main focus is getting cloge €0 the 
opponent, where he is the most effective. From 
medium range, holding towards with strong and _ 
Roundhouse serve as great cover while walki 
forward. Constantly poking your opponent with 
these two attacks should slowly force them fo * 
block. Once you manage fo get close, use low for- 
jward to antagonize them. If they block this move, 
follow up with either a low roundhouse to trip 
them or a holding-towards fierce. Avoid chaining 
these moves onto the low forward since a small 
‘gap in timing is necessary to allow your opponent 

to, counterattack. Once the opponent is in fear of 
being hit, use his super throw for extra damage. 
Lord Raptor’s strong while holding down is 
probably the best attack for jumping towards the 
opponent. The superb Range can often be used as 
Cote Me) Sotelol- Me Mo}; Moll Kolo Ys Me) f-1 cele lot-Motol se] Lom Golo) Komrolel av) a] 
ia -LoleYs fil Kolse oy -Leoloh SoM plo) Kola delsoloh Lele (-)-Lor-D Io) 0) (o47) 
works on most large characters. Another good 
use for this move is with Raptor’s vertical jump. 
When done in front of the opponent, i€ forces 
Ld ele ol o) Koleos a high when you are airborne. You 
can then mix this up with a | Low b-Yol si sYo) sYold (1m do) 
_ throw them off. 

] For defense against japon fo} s) so) ol} el t-mam Kol do) 
fierce should be used at close range and a hold- 
towards roundhouse should be used at a distance. 

for ig €imed correctly, Shield Raptor’s body 
















from an incoming attack. Raptor’s Death 
‘Hurricane and super Death Voltage can also be 
used; however, they are not practical when used 
against the faster jumping (od eYoh Yo loi d-) 1m 

Raptor’s biggest game is perhaps his unpre- 
dictability, because he works well in both the air, 
and on the ground. Raptor has a forward and 
| sYoled aceleh-Lo Meh h- Mello) greane’ Sash, added fo his walk- 


ice eT RE Be 


ANTI-AIR MOVES 





cannes 






| ol soe (3 -Lor— m=) pYol si RoW of—Mol-{-lo ml Me) - Wo) o) se) el-tela-} 

directly above, and Standing Roundhouse 

should be used at a distance. For extra 
damage, try the Death Voltage. 
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CLOSE RANGE STRATEGY 


€£OR> + STRONG 


- FORWARD or FIERCE 






(ol -Xolé tele) Tol et-{—lm -1-1 ela. E-fol my 


Pielialetater-MeteLeMerolsrl-m be Mseide) attacks of their own. 
' In either case, it’s bes€ to mix Raptor’s Hell’s Gate 



















Keep your ennoneee oid bay 
Eee) td eG slo) Ko doleclol -Lol-D Mola -Lole ys) 


REVERSALS 
cup "ROUNDHOUSE \ : 


At close range, follow up a low forward with a grab to set 
up dp your opponent for either a (hold towards) Fierce:or 





ah 





STRATEGIES 


ing crouch move. These simple tactics are excel- 
lent for adding to his non-predictability. Quickly 
Sashing towards and away from your opponent 
poking at them with long range attacks Is great 
for antagonizing your rival, and forcing them to 
either take the defensive and try to learn your 
Been ae or angers them into wanting to take the 


YOLAVA COT 


teleport in with your onslaught of poking attacks. 
The Hell’s Gate can be controlled by varying the 
level of bu€ton used for the move. It’s best to 
come up with a simple pattern of appearing in 
front or behind your opponent at a safe ro) Feito leleom 
then immediately following i€ up with another 
Hell’s Gate, only this time appearing right next to 
your opponent (either in front of or behind) and 
Rushing in for the easy cheese grab, or quick 
chain combo. When troubled against fireball 
opponents, dash in or teleport in with a low 
Roundhouse, this move, if timed correctly, easily 
passes underneath most oncoming projectiles. 

Overall, Lord Raptor is one of DarkStalkers’ 
funes€ characters fo play. His large repertoire 
Of moves and attacks make him ideal for the 
strategic gamer. First timers might find him a 
bi€ unorthodox, but who said a punk rockin’ zom- 
12) Co To fol col Yom a Lore) be (oe) Lol ES 


GUARD REVERSAL 








(G25) Ko Motor se} 29) 
Strong is a 
great attack 
for jumping at 
Lf Toe) ») oko) oY -10 1 oe 


SURPRISE TACTICS 


> + €OR> + STRONG 
‘ OR FIERCE 
y 


or slide under fireballs 
with Roundhouse. 










For a quick cheese, immedi- 
ately follow up the Hell’s 
Gate with a grab. 





MORRIGAN 


WEIGHT 


128 Ibs. 


ORIGIN 
SCOTLAND 
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DAMAGE® BLOCK ®"DAMAGE™~ BLOCK “DAMAGE BLOCK "DAMAGE BLOCK "DAMAGE BLOCK "DAMAGE 


6m H/LY pH/L» STH > bee | Lem SH/L SROROOS 7s 








STANDING 


JAB STRONG FIERCE SHORT FORWARD ROUNDHOUSE 
DAMAGE BLOCK *DAMAGE® == BLOCK “DAMAGE BLOCK *DAMAGE= BLOCK "DAMAGE 
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JAB STRONG FIERCE SHORT FORWARD 3X0] 6) \(0)5(@]0b) 3 
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38% x2) W/L eH/L VI%rr——H/L PBYG Le 


CROUCHING 






JAB STRONG FIERCE SHORT FORWARD ROUNDHOUSE 
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JUMPING 





a a ee | 


JAB STRONG FIERCE SHORT FORWARD ROUNDHOUSE 
DAMAGE DAMAGE® = BLOCK "DAMAGE BLOCK "DAMAGE BLOCK "DAMAGE BLOCK "DAMAGE BLOCK 
12% “H/A™ cnr — BW OR 11%" H/A- PUFOR VDI H/AY 





DASHING 





———SPECIAR MOVES 


- €OR > + STRONG OR FIERCE ~ 9xv¢¢+ STRONG OR FIERCE VA 








DAMAGE ” BLOCK 
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> ANAKARIS O 

SASQUATCH O 

L. RAPTOR | 

MORRIGAN 
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} BISHAMON 
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1 _VICTOR 

| ~ar | 
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RIKUO O|.o 


iron re): Game) 


DEMITRI |O) 
J. TALBAIN |O) 
ANAKARIS O| 
SASQUATCH O| 
























MORRIGAN 0. 
FELICIA O° 
BISHAMON O||_ 
RKUO Oe 
VICTOR |O 


DEMITRI 
J. TALBAIN 
ANAKARIS 


MORRIGAN oF 
FELICIA 
BISHAMON 0). 
RIKUO 
Nireaxe):3 














COMBOS 


$ HIT Ae ots Cos TN) Gere)" 1:{0) 


DEMITRI Off 
J. TALBAIN O 
ANAKARIS O 
SASQUATCH O "3 
L. RAPTOR O}” 
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Wireaxe);4 





















4 HIT JUMP- IN CHAIN COMBO 


DEMITRI O ~ NOVICE / 39% 
J. TALBAIN O| 
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L. RAPTOR O © 
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: BISHAMON 
RIKUO 
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DEMITRI 
J. TALBAIN 
DN NEN GN tt a Oo 

SASQUATCH O 
L. RAPTOR 
MORRIGAN 

FELICIA 
BISHAMON 

RIKUO 

VICTOR 


DEMITRI Of 
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| L. RAPTOR O y 
MORRIGAN O 
FELICIA O 
BISHAMON O © 
RIKUO  O ® 

























































Z ‘ 
$ DEMITRI O 
J. TALBAIN O 
ANAKARIS. O | 

© Belt rurer ire) 
L. RAPTOR O 
MORRIGAN O 
FELICIA O 
BISHAMON 0 §% 
RIKUO oO Pa 

Viton Ke); wamCo) 


mh 

DEMITRI X 
J. TALBAIN. X 
ANAKARIS O 
SASQUATCH X }f 
L. RAPTOR X 
MORRIGAN X 
FELICIA X 
BISHAMON X 


RIKUO tae = 
VICTOR * Baa 


DEMITRI  X 
J. TALBAIN X | 
ANAKARIS O 
SASQUATCH X soo 
L. RAPTOR X at t 
MORRIGAN X 

FELICIA 
BISHAMON X 

RIKUO  —-Xh 
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EE 


6 HIT DASHING CORNER COMBO 


DEMITRI O 
J. TALBAIN O -12%- ee ae — 
ANAKARIS O| ANY PUNCH RONC 
SASQUATCH O i a arcs 
L.RAPTOR O4* 4 
MORRIGAN O gf 
FELICIA O 


BISHAMON oft ? 


RIKUO oO 


are always the traditional Ryu and Ken clones 
DarkStalkers, it’s Demitri and Morrigan. Both 
equally balanced. However, Morrigan’s =) 


As with most Capcom fighting games, ! 


ties ano slight variations make her the perfec 
choice for players wishing to jump right into 
without much fo learn. 

Like Demitri, Morrigan has a projectile in the 
air as well as on the ground, varying only in the 
proay they travel. Morrigan’s air fireball travels 
Jat a downward diagonal towards the opponent, 
and her ground fireballs dissipate depending on 
the level of punch button used. Since the air Soul 
Fis€ travels Oownward at an angle, it is a great 
way to push the opponent back while at the same 
time avoiding any type of ground projectile 
counter the opponent might happen fo use (should 
your opponent come in with an attack, they can 
easily be countered by Morrigan’s Shadow Blade). 
Morrigan’s air Soul Fist can also be two-in-oned 
with a jumping strong. This technique can come 
as quite a surprise €o those not expecting it. 

Morrigan’s Shadow Blade is just another ver- 
sion of the almighty Dragon Punch. Her Shadow 
Blade uppercut move has more Of an arc than 
Demitri’s, giving her superior range. This is her 


best anti air attack, and when caught In a IER, 
anticipate the cheesy throw ick a Shad 

Blade rather than a throw of your o Youll © 
have a higher hit ratio landing the S| im Blade, 
and ig you happen €o guess wrong, you’ still have 


priority over any of your opponent’s regular 
attacks they might try to use as part of their 
cheese pattern. 

At close range, Morrigan’s low roundhouse 
slips under fireballs and knocks down the oppo- 
nent. Low forward also has superior range and is 

\bese ip followed by a Soul Fist to push the opponent 
‘back. Morrigan’s standing roundhouse is also a 
healthy alternative for an anti air attack if prop- 


CLOSE RANGE STRATEGY 








at) -Yo)<1 Ma ©) o Lex sl-n Val off) be ME ole +) Kolol al Kelso) 


REVERSALS 


After a quick shone! kick, follow it up w’ bh a throw. On Crouch- 
ing opponents, follow the short kick with a dashing forward for 
the high opener, or use a roundhouse for the reversal. 


SsAaxnr_oc$>. 


OT) "1 TOrs. 


= 















eee 


STRATEGIES 


erly timed. Her close roundhouse hits a total of 
oe times, and can be chained in a combo, or 
iched after her special valkyrie turn. Though 
may not be very damaging, i€ adds insult to 
njary. 
~Morrigan’s high/low game is by far the dead- 


Lies in the DarkStalkers. An experienced player 
can easily make any type of resistance seem 


futile. The trap is set with a couple of standing 
uickly CoYor=) 7} 
with a strong ano then follow up ae | chain 
Coto} so) ofom ol plot oll qo lolol <M ol slo) eo! Gen. Ino up, 
Repeat the short kicks, ‘oo into a low 
Roundhouse instead of a dash. Now that you have 
them guessing, you are almosi guaranteed to hit 
balf the time. More experienced players may 
choose €o add a shell kick onto the dashing strong 
CoreloMmads\-le Moll s1-)-S xo) -leoMoll Dio) -1 4 el-t-1- |Nket-) (ole M Lel-idclele) (osm 
(ood Yoh tp Meorolie] oro Wo lolde(-)- Mis) -1-1of al a -9 (eo) al Colo (o lol bo lve) 

the mix is a quick cross over which can be done 
out of the dash. While the opponent is rising, 
quickly dash over them, hold back and press for- 
ward. This can also be followed up by a ‘chain 
combo. Following even this simple game plan easi- 
ly proves Morrigan is not only the Queen of the 
Night, bu€ perhaps the be overall character in 
DarkStalkers. : 


GUARD REVERSAL 








ANTI-AIR 
snort. ORR eRee™? - goRWARD ROUNDHOUSE), any buNICH | ROUNDHOUSE ~ 
" 2S eeRites™ “ ROUNDHOUSE see emmy 


COUNTER 





Use a close Round- 
house for the 
fireball counter. 
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Use the Shadow 
13} Ko fol —ta oll 4p Lolet 4 
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ANAKARIS 


ii (MUMMY) 









NAME 
ANAKARIS 
TIME PERIOD 
bX ey oy 5 tk Or 
HEIGHT 
8 re. 9 in. 
WEIGHT 
18 oz. - 
1219 lbs. 
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ANAKARIS O STRONG _ FIERCE | 


F7\-fe]0/-Weis re) 
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| DEMITRI EXPERT / 42% 
| J. TALBAIN O ati ee Faoe sate + poe. 
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STRATEGIES ~~~ 


Ke Anakanris is possibly €he mos€ complex forward, low roundhouse chain combo. Any 
4, character in DarkStalkers, and is therefore other chain combo leaves Anakaris suscepti- 
not recommended for the beginner. With ble €o a guard reversal. 
yy many obscure attacks to choose from, one lo} - Mo plol=1-M ee) plo Meoloye Mamie) bolo) ol-1ole) bole ma beet) 
> BB zrerel ole 2) 20 (oi (of Mo) Fu -) -Y-Jo 1a (oh ade (eo <0 bo Meteh-¥ (olor) pa tsten-dbets Melsiame Me) bom Coie] homed ooh Xe (ead) - Say N lel co) - af) 
ei situations to figure out specific ranges and LEM ts (oLelo Mel slo) (of 
timing. Anakaris’ best attribute is the ability 
to effectively fight in either a defensive or GUARD REVERSAL 
offensive scenario. His greatest weakness is 32by> + 
against grabs. Since he is the only charac- BLOCK ANY PUNCH 




































€er without a close range grab, he often falls 1 a = i 
victim to cheese. For many, defeating a ay 
skilled Anakaris player is a difficult task. 

The key to success with Anakaris is the 
Pharaoh’s Curse. Though i€ might not seem 
that powerful, this move slowly annoys the 
opponené, forcing them to attack you. The 
bsToh-Yore))atotsist- ate] Koleo ll slel-ia a el—lt-tol tel Wa ong o] Mod w 
annoying effect on opponents. However, it 
shouldn’t be used as much as the pharaoh’s 
Curse since it leaves you vulnerable. 

Once the bai€ has been set, you can easily 
exploit €he opponent with a variety of 
attacks. Low forward will keep away 
anyone trying to approach you by foot. Ir | 
they jump, use low strong to 
hit Chem from far away. 
From close range, low 
ob (1 -Lot Mam solo po) oi oo =f -1—) 
attacks reach pretty 
far, protecting the main 
body from an Incoming 
attack. The Walk Of The 
Sain€ is most effective on a 
Rising opponent since this is a 
time they are likely to block 
low. Immediately after landing The Walk, fol- 
KoysoMe sy oMteodide li) io pt-)- ane it-iael ele) bots mlm (-)-Lot-Mo) - We | 
long snake. This one-two surprisingly catch- 
(Foe reloteh ano) Koh (-) -4-mu ©) o Loi do Tp grote | dod We) oleae) 
begin to block The Walk high, €hrow in a low 
roundhouse. Now you'll have them guessing 
| YotsoM doWM 0) KoYed a) (@)olt-\+l-1-(o fro Sun ot bool eLey-t-) | o) KM do) 
React. Another way to catch the opponent 
Cols led bots Ml eM xe) (ole) -Lakel ands {-leoltse) tA, Wid oloMly (eo) ng 
Pyramid repeatedly. The first time you 
attack, the opponent might block high but 
they switch €o low €o avoid the threat of a 
chain combo. Now they are lefe open for a 
folelerd oY} -Mne ep (ol alu lolinal na -Soleohfolce) o) (od plete Ma plol ce) 
be followed by a chain. Further 
high/low game requires the use of aN 
[Roldokan Koleta tots iret ade lel <- Mia @) olor—waa Kole a Go | 
ey: MeL amet Kelcey K-tef-] Man ole iote tp Ml ole) <-) 
the enemy with either strong or 
in (-)-Yor-Mo| p Lolo) -Lol f-foq in Vel a) -L-1-] lato) er 
jumps with the forward or rounod- 
house kicks. 

Ns fon bet-iom oh -Loy (104 1 C-Mod oYoh Loos -) -1- 9) 
it is possible €o anticipate a fire- 
jefoi Bret eLo t=) hae{—1-¥co) -Lo) ofite | 
Eston -Lore) ol plofsistMole Midst) h- Jl t-lelo Mole t-) >} 
under with a low strong, or 
Grand Wrap them from nearly 
screen length. The Void can be 
used to capture fireballs. Not 
only does this annoy the opponent, 
but apter collecting two or more, you can 
fire out their super fireball with 
Retribution. 

When Anakaris is in danger of being 
cheesed, the best defense is the low jab, low 
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ANTI-AIR MOVE 





Use low Strong to counter To force your 
opponents jumping from a dis- opponent to 
tance. Low Fierce if they are attack, use the oom 
Oirectly above you. Pharaoh’s Curse 


Repeatedly. 





Fe ee 
FLOATING 





Floating strong 
can be extreme- 
ly effective 
Coste) be ti ie) ») olor 
nents who often} 

oOuck. 


WALK OF THE SAINT 


















ve re 


mii i if ad 


= Haas] 


If €imed cor- 
rectly, Anakaris 
can dash under 
projectiles with 

Strong. 










Arter landing The Walk Of The] 
Saint, follow up with a Fierce 
for an almost sure hit. 


| PYRAMID FAKE-OUT AIR BLOCK COUNTER 





ca 
be 
Pl Ceecsases 

Since many tend to block low Ip caught in the air, block and 
after the initial Holy Pyramid, immediately counter with a 

you can easily catch your Fierce. Even though this can 

opponent off guard with be blocked, not too many play- 

another quick one. ers expect it. 
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Felicia is DarkStalkers’ weakest character 
(according to tournament rankings) but don’t 
jcount her out just yet! Her feline shenani- 
gans can become too much for some oppo- 
nents, and ig played right, proves that tour- 

_pament rankings don’t mean a thing in the 
heat of battle. 

: Perhaps the best technique for infuriating 
your foe is the Sand Splash. The roundhouse 
version provides maximum range while pow- 
ering up your special gauge quickly. In most 
cases, this should tempt your opponent to 
jump at you, at m@bhich time they can be easily 
intercepted by a low fierce, close short or 
fo) Kol 1) -Xolsl elo) slo) i-1—m 

Agains€ projectile characters, Felicia's 
Rolling Back Claw and Dancing Flash are vital 
€o ensure success. From the length of the 
screen, either of these moves can roll right 
under a fireball and tag the opponent while 
they are still in Recovery. Keep in mind, you 

jets anticipate their actions to use this tech- 


nique successfully. Though the Delta Kick can — 


also be used in this situation, it is no€ recom- 
mended due fo the lack of damage it inflicts. 
Felicia's dash is ye€ another 

for wearing down the opponent’s fFenses. 
The most commonly useo tactic is to dash 
with a forward kick and immediately follow 
up with either a grab or a Delta Kick. Since 
you are fa-hateys| ie) confuse your rival, it isa 
good idea to grab them only on the initial 
attempt. Once the enemy is in fear of being 
\thrown and tries to reverse, you can nail 
them with the Delta Kick. Dashing behind a 
»d2owned opponent is another great trick 
which often leaves players blocking in the 
wrong direction. Once in position, you can 
‘either finish them off with a chain combo or 

Sporward dash again to confuse them even — 
more. 
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Fierce are all great counters against 
jumping opponents. 
FIREBALL COUNTERS |) COUNTER 


<edu 


ced 
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Ancieipace & a projectile and roll 
under with either a Rolling 


Back Claw or a Dancing Flash. 
Range. 


» ROUNDHOUSE — 
(tte 


Low Roundhouse is 
a great fireball 
counter at close 


- STRATEGIES 


One of Felichae best bene secrets is her 
infinite Rolling Scratch combo. Though it 
mainly works on Anakanris, i€ can (timing is 
highly s€ressed here) be done on some of the 
other large characters in DarkStalkers. 
rel cel- Sem Lolio MoM Molelat-icel-t-) ou) (0) tidelsteomelseronvan@ie] 
the corner) and begin the Rolling Scratch 
move so that it hits Anakaris as low as possi- 
ble; rapidly tapping punch. If timed right 
you'll land before Anakaris d0es. Once on the 
ground quickly (quickly!) perform another 
Rolling Scratch move, Rapidly tapping punch, 
this should juggle Anakaris back up. Again you 
should Land before Anakaris, and repeat the 
Rolling Scratch juggle. Felicia will power up 
during this combo and her Rolling Scratch 
move will hi€ more than normally, so it is 
necessary to re-adjust your timing. Ip suc- 
cessful, you can completely wipe out Anakaris’ 
energy bar. The record of hits here at the 
office stands at 3G, and yes, turbo buttons 
are recommended. : . 

Overall, Felicia is a pretty solid character. 
She’s not a character you would want to pick in 
a grudge match, but one you might want €o use 
against the local chumps. The fact that Felicia 
is ranked on the lowest tier is upsetting, but is 
no reason fo overlook this rambunctious feline. 
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method for antago- 
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Bishamon is perhaps the second hardest 
character to master next to Anakanis. 
Bishamon is a powerful character, and plays 
well when finessed. 

3} Eye loluslole Mi ciety b aiidelelolel -LoMeol adele] ¢-Mme] | Mey a 
which serve a purpose in certain situations. 
For example, Bishamon’s crouching fierce not 
only serves as a long range attack, but if timed 
Right can pass underneath fireballs, striking 
your opponent while they’re stuck in their fire- 
ball animation. To further add to his complexi- 
ties, holding forward allots Bishamon six more 
attacks. His holding-towards attacks generally 
add more range fo his overall striking distance. 

The ranges of each attack should be Careful- 
ly scrutinized, for Bishamon’s greatest offense 
is his trusty katana. Because Bishamon lacks an 
uppercut move (except when rising from a fall) 
(oMidot ele) bets Mia Lolets MeL dde(ol a FM (ol-fo] MMol- Me aelolel dicts] 
opponents from the air. Performing a forward 

_ dash followed by a strong also works well 
against airborne opponents out of range. 

When in close, try to anticipate your oppo- 
nent’s fireballs by jumping straight up followed 
by a roundhouse, which strikes at an angle to 
catch your opponent in their fireball animation. 
Bishamon’s range should allow enough time for 
the fireball to pass underneath. 

Bishamon has two slow projectiles, 

_ Mukurofuji and his Haneyaiba. Should either of 

_ the two connect, your opponent becomes tem- 

- porarily stunned allowing you a follow up 

attack. The actual Mukurofuji, and Haneyaiba 
inglict little if any damage. It’s best to combine 

_ the two attacks by first stunning your opponent 

_ with a Mukurofuji, followed by a Haneyaiba, and 

_ wrapped up with a finishing move like the 

_ Tsujihayate. 

' The Mukurofuji must be performed in the 
air, and the level of punch button used deter- 
mines the angle at which the projectile travels. 
“This works effectively as a keep away move 
because of its flexible range. 

Bishamon’s Haneyaiba can lead into three 




























fierce, jumping up roundhouse, and low 
igi 


Bishamon’: s excellent bTolaYs{—} allows his low 


i €0 bypass most oncoming Fireballs. 


STRATEGIES 


other moves. You can either reel AYcol she) +) Lolel-tela 
in and follow up with an uppercut, or grab your 
sword back slicing your opponent into two 
halves in €he process. Either uppercutting your 
opponent or cutting them in two inflicts a sub- 
stantial amount of energy. The Haneyaiba can 
also be chained onto small combos. 

When fighting fireball happy opponents, try 
cutting through the fireballs with Bishamon’s 
laigiri. He has two variations of this move, a 
high and low laigiri. If timed right, the low 
laigiri can pass underneath fireballs, hitting 
your opponent in exchange, and when in close, 
the high laigiri not only cuts through most 
oncoming projectiles but your opponent as well. 
The super laigiri (high and low) hits three 
times, inflicting a great amount of damage, and 
has a reach of nearly half the screen. 

An easy pattern to use against slow oppo- 
nents is to dash in and Kirisutegomen. This will 
catch them by surprise, and will set them up 
expecting another dashing cheese, only this 
time repeat the dash but come in with a stand- 
ing short. The short hits low, and should stop 
any incoming opponents trying to perform 
their throw rirst. If successful, waste no time 
and immediately follow the short with a chain 
combo. 

Bishamon also has an uppercut move which 
doubles as his get up move, and as his guard 
reversal move. Simply perform a standard 
1B} -Yofeleye Ml xsteled eMrrlelad (ole MG delete) -LoMMolelsle MEelelse) el 
toward) and any punch button. Timing is the 
key. 

Overall, Bishamon is best played patiently, 
like a cobra waiting to strike. His excellent 
striking range allows him fo land simple three 
hi€ chain combos from normally-out-of-range 
distances. Perfecting Bishamon’s chain combos 
is truly the key to playing him successgully, for 
(ToTot  Motadolel am bol ah load Moma -L-luel-}elololer Mel lolsie Latoya 
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in close, your opponent as well. 



























Use a simple dash in strategy to mix up your opponent. Dash in and 
throw your opponent to start the pattern. Follow this up with a 
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Rikuo is possibly €he most unused charac- 
ter in arcades, and is therefore difficult to 
figure out how fo use and fo play against. 
One who understands Rikuo’s strategy well 
may easily be able €o shred through numer- 
ous challengers on the surprise factor alone. 

. Rikuo’s key advantage is cheese. His dash, 

which also goes under fireballs, is usually 
Cofoyuole) tel-coM sey ide im (-)-Lor-MeleLoMkdel-1y Me Me) Kel sel-folll on vame| 
throw. If the fierce is blocked, the instanta- 
neous grab which follows is extremely hard 
i foMe (ee) Cova Bpl—1Ke) 0) ole} pY-1e} ot Ml of -Y-1 aod piel por — imi do) 
counter this technique is €o take the hit 
from the fierce and attempt to reverse with 
a throw. Even then Rikuo sometimes gets 
priority. 

Ne (ofelo Mb solids lolol Xo} - Melo belo alele pid el-me) +) elelel-le le 
is the Sonic Wave. Even though it only takes 
Off a miniscule amoun€ of energy when 
|e) KoYos < rove | mofo |e Mt-1 fo) 9) _oncoming projectiles as 
well as stop a jumping opponent. This works 
great as a defensive move: Not only does It 
halt projectiles as well as your opponent, but 
i€ opens a window of opportunity for a fol- 
low up hi€. When performed against oppo- 
nents jumping in, i€’ll stun them in the air 
(€his works best with fierce) and can be 
immediately followed by a Tricky Fish. The 
timing for this one-two combination is cru- 
cial, bu€ well worth the extra effort. 
Performing the Sonic Wave regularly during 
(om -Loleteloyn t-Me Ms lololoteoleh Yan voll 4-1-] Mn Welsh -Me)+) lolel-leld 
back and build up your special gauge. 

The long range Aqua Spread can be helpful 
against players who tend fo sit at the other 
(yoko Mey aol pl -Metog -L-1-)0 Mol eo Mop) Lol oi oh Loy (=1e4 o) | Koto 
Simply match the opponent’s projectiles with 
a Sonic Wave until your special gauge is full, 
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Wave. Follow this with a standing Fierce 

attack, or get “Tricky” with an immediate 
Tricky Fish for a bit more damage. 
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with an Aqua Spread. In some cases you will 
eno up trading, but they will lose far more 
energy. Another trick is €0 perform an Aqua 
Spread and then push the opponent info it 
with a dashing fierce once they try to step 
out of the way. 

To further add fo Rikuo’s repertoire of 
tricky moves, he also has the Tricky Fish spe- 
cial move, which must be done from a back- 
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because Rikuo can perform his Tricky Fish 
move after any of his three hops as he back 
Sashes. However, the speed at which i€ must 
be executed makes it difficult €o hi€ quick 
jumping characters such as Jon Talbain. 

Other than in combos, Rikuo’s Screw Jet 
can either be used fo hit an opponent after 
they miss a move or just to get close after a 
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Sasquatch is one of DarkStalkers’ most 
LpYetesto) -Lolot- Mod plo) -Yo(ei d=) -t-fm plolso-16)=)- Mole) oi oa K=1 oil 7 F) 
cutesy looks fool you, Sasquatch is also an 
extremely formidable character. His power and 
agility are a great combination considering his 
monstrous size. 

ALL of Sasquatches attacks take off an ample 
amount of your opponent’s energy. His bes€ anti 
air attack would be a crouching fierce punch. 
Perform it early to swat the opponent from the 
air. The Big Typhoon special move is not only 
another excellent anti air move but also his 
guard reversal move, and if timed properly can 
hi€ multiple €imes. Whenever possible, try to 
connect a Big Typhoon in a combo, it’s multiple 
hits make it extremely effective. When your 
special bar is flashing, throw out a surprise Big 
Typhoon at your opponent, its large striking area 
ano speed make i€ ideal. 

Sasquatch’s least used move seems fo be his 
Big Towers. Skilled players will want to use this 
move to their advantage. It’s a quick escape 
from most fireballs when timed right, and also 
keeps your opponent at bay avoiding the follow 
up jump in attack. 

Sasquatch does have projectiles, namely his 
Big Snow, and Arctic Blast special move. The 
level of punch buttons used for the Big Snow 
affect the range the snowballs travel. The jab 
Big Snow works best as a fake, and the Fierce Big 
Snow works best in combos. When powered up 
with a special bar, dash in and try to eat your 
opponent with a Big Brunch, and Arctic Blast 
your frozen opponent for major damage. 

Try using Sasquatch’s forward dash move to 
se€ up an offensive pattern. As you dash 
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kick, so that the kick retracts just before you 

land in front of your opponent. This fake should 2 
force your opponent to take a blocking stance. 
Once Sasquatch lands from the fake, eat them up 
with a Big Brunch cheese. Follow up the Big F 
Brunch with another forward dash, only this 
time perform a low roundhouse sweep, to mix up 
your opponent, and either make them take anoth- 
er blocking position, or walk right into the sweep 
trying to reverse your Big Brunch cheese. If you 
happen fo trip your opponent with the round- 
house, follow i€ up with another dash, only this 
time press roundhouse for the high opener, your 
oJ) Xolol=teh etsy Lol] Koll Lom be Mo Mol -1H-101-) [ol Mon Lol oCed ol bots Bm vor) Ea 
oh (ole Mb 4 elton bets ie Mi Kelso -Lolstole) cleat -Mm ae) Mellel cern ole] 
to connect high for €he combo opener. This sim- 
ple pattern works great, and can become even 
cheesier if you just dash in with a roundhouse, 
followed by a Big Brunch as you land. This pat- 
tern can usually be repeated until your opponent 
Runs out of energy — it’s rather hard to escape. 
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Use Sasqua€ 
Coleterelie) bets] fireballs. Ip in close, antici- 
pate the fireball and slip underneath 
with a low strong. 






Dash in with an early Biaone ¢ that misses 
ano surprise your opponent with a Big 
Brunch. Follow this up with another 
early short kick dash and use a low 
Roundhouse for the reversal. 
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Call Toll Free 1-800-609-3267 





___ Killer Instinct 2...............@ $8.95... 
___ Might Warriors................. OO sacsscsuce 
___ Darkstalkers......... cas c.f 


State Zin ____ Shipping & Handling..........@ $1.50 ea... 


(Foreign add $3 ea.) 
Make checks (US funds) payable to: GameFan. TOTAL $ 
[3] 5137 Clareton Drive, Suite 210, Agoura Hills, CA 91301. 
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Night Warriors is the richest, 
strous fighting game ever cr: 


Now YOU CAN EXPERIENCE IT A LL wi 
the perfect combination. The game AND yea i 
strategy guide. Buy Night Warrio ji ll eae mee 
today and Capcom will send you the Capcom & GameFan’s 
complete strategy guide FREE! Night W arr iors 
To receive your Night Warfiors strategy guide, Strate SY Guide Offer! 
complete\the form to the right and send with your 


dated cash register receipt and\com gied warranty 
registration card'to: 


Capcom N Address: 
NW Strategy Guide Offer 
475 Oakmead Parkway ‘ . 
Sunnyvale, CA 94086 : City:___SSSFSFSSStratte: 


@CAPCOM CO., LTD. 1996, ©CAPCOM U.S.A., INC 1996. ghts vel 
Night Warriors is a trademark of CAPCOM CO., LTD. CAPCOM g Phone Number: 
° 






Name: 





Zip: ——_——— 








trademark of CAPCOM CO., LTD. 
Allow 6-8 weeks for delivery. 


Sega and Sega Saturn are trademarks of Sega Enterpi : 
Vold where pichibiteolET ai ffer expires 10/15/96 or while supplies last. 
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You fought well Pyron. You were a worthy foe, but unworthy to rule. | am the true lord of the 
night! That night, a grand celebration was held, to honor Demitri and his victory. Where’s 
Lord Maximors? Pve not seen him lately. He was here a moment ago. | wonder where he went? 
A toast to my eternal rule! The moon will be my scepter, and the stars are but jewels in my 
crown. With the night and all it’s porces under my command, nothing can stop me! Soon, 
even the day dwellers will bare their throats to mel 
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Pve done it. The o€hers are destroyed! The battle was long but it’s finally over. She 
said my curse would end the day | exceeded all my limits. That day, | would be granted 
my greatest desire. Yes! It’s happening! | changed. ’m human once more! | will remem- 
ber this day for the rest of my life! 












Doctor, wake up, wake up! You made me the strongest, now | am the champion! Please wake 
up, celebrate with me, why are you so quiet? Victor...Victor, father cannot share your 
) Joy The villagers were not kind. But together we must go on. We must try to carry 
on fathers dream! Come on, there is much to d0. However, for now, let’s enjoy your 
victory. Tomorrow we plan but today we celebrate. 





Congratulations Raptor, you’ve done well. Master, behold, as promised | have destroyed all the 
DarkStalkers. Now fulfill your end of the bargain! Yes, here’s the power you seek, enough 
power to rule the world! Yeee aaarrg! This is it, at Last ultimate power! with this | shall rule 
over all! For all eternity! Teue you shall rule the world, and | shall rule you. That old fool, no 
one rules Lord Raptor! Soon the world will know of my power. And | swear, even you 
“Master” will bend before me! 
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Morrigan 


SHELL KICK 


MOON € OR> + 
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Sleep, dear Pyron, sleep. Sleep and dream, dream of me, and my victory over you! Dream for- es 
ever, and ever and ever... Hail! Welcome back mistress. ’ve been so worried about you. You’ve co ~ "As 
never been gone this long before. If the master ever found about these little Earth jumps you 
make, what he would d0 to me might even frighten you! You worry too much. | can handle the 
“Master”, trust me. Hurry. Get into bed while the master is still in bed. So what did you d0 on 
Earth this time? Nothing, just having a little fun. Trust me Lucien, nothing to worry about. 
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our second and third units have been destroyed. The enemy is almost upon us! We are lost. 
goueee them! It is over... No! Never give up! Never surrender! My lord! Pharaoh Anakaris, you 
have awakened. You have returned fo us. As it was written, | have returned in my lands darkest 
’hour. Now witness the the power I've gathered from my battles. What is that light!? They’ve... 
 Oisappeared! Our Land is safe. You'll never need to fear again! As | swore SOOO years ago. | will 
my homeland for all eternity! All hail Pharaoh Anakanis, the defender! 
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Who. .are you? Where d0 you come from? I don’t care who or what you are. Sign up with 
me and Ill make you rich and famous beyond your dreams! Where do | sign? Pll warn 
you now though. | have big dreams! The cat creature Felicia told of the beings 

known as DarkStalkers. Her agent stated that she has agreed to d0 several movies 
detailing her adventures with them. | hope | can have Blanka for my leading man! 
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Pyy 
‘How long must | endure, will | ever know rest? Will the curse of my sword and armor last 
through all eternity? Beloved. Orin! My love. | understand now. My oath to defend my Land 
and people was not enough. | must battle the forces of darkness wherever they are! But you 
will never be alone again, my love. Together forever, my love. 
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At last, my land is free from the dark one’s threat! Who are you? How can this be? | heard tales 
Of a great warrior, a lord of the waters. | had hoped it would be one of my kind. | had almost 

. given up hope. | thought | was the las€ of our race. There may be others with no leader, no ee 
homeland, no future. Then we shall begin here. Become my Queen. Together we shall defend 1S 
our sacred land. A land where our people can gather again. Together we shall build our 
future. My lord. One year later a new defender is born. An heir to a budding empire! 


Pe Te Sry ray 






le’s a letter from our leader! What does it say? Quickly read it! Is it time yet? He has defeated 
them all! He says the humans are weak. And that our time has come! Yeah!!! Gather all the war- 
Riors! Have them made ready to invade! We will make our leader proud. Soon our armies will 
sweep across the world! We will join our leader and together we will crush all who oppose us 
beneath our mighty feet! Onward fo victory! Aryoooga! Soon they will join me. And thenll! 
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DEMITRI 
CHAOS FLARE 
vs + ANY PUNCH 


AIR CHAOS FLARE 
GUMP) ¥y> + ANY PUNCH 


10), (0) er: ¥.N 0) 8 
2x + ANY PUNCH 


BAT SPIN 
vice + ANY KICK 
(CAN BE DONE IN AIR) 


BAT DIVE** 
€OR > + STRONG OR FIERCE 


NEGATIVE STOLEN** 
IuVCER (560°) 
+ STRONG OR FIERCE 


MIDNIGHT FURY* 
Vvy9ds> + ALL THREE PUNCHES: 


JON TALBAIN 
LUNA’S HAMMER 
vy> + ANY PUNCH 
LUNA’S HAMMER 
(DIAGONAL) 
3s + ANY PUNCH 


LUNA’S HAMMER (AIR) 
GUMP) > + ANY PUNCH 


CLIMBING RAZOR 
vt + ANY KICK 


RAPID CRUNCH** 
€ OR > + STRONG OR FIERCE 


CANNON ROUNDER** 
€OR > + FORWARD 
OR ROUNDHOUSE 


CANNON FLYER** 
GUUMP) t + STRONG OR FIERCE 


SUPER LUNA’S HAMMER* 
€¢¥y> + ANY PUNCH 
(SORZ + ANY PUNCH) 

SUPER LUNA’S HAMMER* 

(DIAGONAL) 
vea + ANY PUNCH 
(4 + ANY PUNCH) 
SUPER LUNA’S HAMMER* 


(G39) 
UuMP) S€¢ dy + ANY PUNCH 
(2 + ANY PUNCH) 


VICTOR 


GIGAHAMMER 
« CHARGE > + ANY PUNCH 


GIGABUSTER 
© CHARGE > + ANY KICK 


HIGH GIGABUSTER 
“2 + ANY KICK 


GYROCRUSH 
veer + ANY PUNCH 


GIGABOMB 
vie + ANY KICK 


JAW _SLUGGER** 
© OR > + STRONG OR FIERCE 


MEGA STRANGLE** 
€OR > + FORWARD 
OR ROUNDHOUSE 


MEGASHOCK** 
vx + FORWARD 
OR ROUNDHOUSE 


MEGASPIKE** 
2udZeR (560°) 

+ ALL THREE PUNCHES 
GRAVITON KNUCKLE** 
> + STRONG OR FIERCE + 
Vv? + STRONG OR FIERCE 


THUNDER BREAKER* 
4 CHARGE t + ANY PUNCH OR 
¥ CHARGE * + ALL THREE PENCRES 


LORD RAPTOR — 


DEATH HURRICANE S 
vee + ANY KICK 
(CAN BE DONE IN AIR) 


HELL’S GATE 
€¢¥y> + ANY KICK 
SKULL JAVELIN 

vt + ANY KICK | 

(WHILE OPPONENT IS | DOWN) 


MAD RABBIT** 
€ OR > + STRONG OR FIERCE 


DEADLY CATAPUL) 
© OR >+ FORWARD, | 
OR ROUNDHOUSE > 


AIR CATASTROPHE** 
UUMP) * + STRONG OR FIERCE 


SKULL BANISH** 
V897 + STRONG OR FIERCE 


DEATH VOLTAGE? 
aubee+ ANY KICK 1 
(CAN BE jofeyn i IN. AIR) 


EVIL SCREAM? 
© + ALL THREE PUNCHES 


MORRIGAN 
SOUL FIST 
v3 + ANY PUNCH 


SOUL FIST (AIR) 
QGUMP) t 27> + ANY PUNCH | 


SHADOW BLADE 
vy + ANY PUNCH 


SHELL KICK 
(UUMP) J € + ANY KICK 


MOON TRACER** 
€ OR %+ STRONG OR FIERCE 


VECTOR DREAM** 
2yd”€ + STRONG OR FIERCE 








yy 


MOVE LIST 


~ VALKYRIE TURN? 
+ ANY KICK (+ ANY KICK) 


./DARKNESS ILLUSION* 
JAB, JAB, >, SHORT, FIERCE 


\. ANAKARIS 


PHARAOH’S CURSE 
IP) 9¢ vy + ANY PUNCH 


(ore):} VW BOs 
3€2 + ANY PUNCH 









SARCOPHAGUS SLAM 


ALL THREE PUNCHES OR KICKS 


ea is |=n'\(@) | 0) 
_ 9ydee+ ANY PUNCH 


_ RETRIBUTION 
_ vs>+ ANY KICK 


(PERFORM AFTER THE VOID) 


GRAND WRAP** 
vs + ANY PUNCH 
PHARAOH’S MAGIC* 
FORWARD, JAB, ¥, 
SHORT, STRONG 


/ FELICIA 
SAND SPLASH 
vy> + ANY KICK 


DELTA KICK 
€ve¢ + ANY KICK 


_. ROLLING BACK CLAW 


¢vy_+ ANY PUNCH 
G ANY PUNCH) 


ROLLING SCRATCH 
de + ANY PUNCH 
(RAPIDLY TAP PUNCH) 


PANIC NAIL** 
© OR > + STRONG OR FIERCE 


TUMBLE CAT** 
© OR a+ FORWARD 
OR ROUNDHOUSE 
| HELLCAT** 
2ydee + FORWARD 
OR ROUNDHOUSE 
. FLIP CAT**. 
QUUMP) t + STRONG OR FIERCE 


DANCING FLASH* 


Vaceey 4 ALL TAREE PUNCHES: 


BISHAMON 
WU 401:Xe) 208) 
(JUMP) * 27> + ANY) PUNCH 
IAIGIRI, (HIGH) 
© CHARGE > + ANY PUNCH 


IAIGIRI (LOW) 
€ CHARGE > + ANY KICK 


HANEYAIBA 
€¢¥s> + ANY PUNCH 





TSUJIHAYATE 
vs> + ANY PUNCH 
(PERFORM AFTER HANEYAIBA) 


KAESHIYAIBA 
vee + ANY PUNCH 
(PERFORM AFTER HANEYAIBA) 


KIENZAN 
2s + ANY PUNCH 
(PERFORM AFTER KAESHIYAIBA) 


KESANAGE** 
€ OR + STRONG OR FIERCE 


KIRISUTEGOMEN** 
3yv¢y + ANY PUNCH 


ONIKUBIHINERI* 
3yde+ ANY PUNCH 


RIKUO 
POISON BREATH 
€¢vy> + ANY KICK 


ETe) Noma 7.3 
vy + ANY PUNCH 


SCREW JET 
€9 + ANY PUNCH 


TRICKY FISH 
€< + ANY KICK 


LAND FISHER** 
€ OR ++ STRONG OR FIERCE 


CRYSTAL LANCER** 
uve + STRONG OR FIERCE 


SKY NEPTUNE** 
2udee + FORWARD 
OR ROUNDHOUSE 
AQUA SPREAD* 
sv + ALL THREE PUNCHES 
OR KICKS 


SASQUATCH 
13} (Gas) (OMAN 
v3 + ANY PUNCH 


BIG TOWERS 
vv + ALL THREE PUNCHES 


BIG TYPHOON 
2+ ANY KICK 


BIG BOMB** 
€ OR ++ STRONG OR FIERCE 


BIG SHAKE** 
2s + STRONG OR FIERCE 


BIG SWING** 
 >udeeR(BGO°) + ANY KICK 


BIG BRUNCH** 
ve + FORWARD 
OR ROUNDHOUSE 


BIG FREEZER* 
€¢¥ > + ALL THREE PUNCHES 


“ = SPECIAL BAR REQUIRED, ** = THROW 


Special Mawes, ee 
‘Strategies, Churddier:) 
Ppses, & Animatioi Ss. and 


3)” soma be OF. 
METROPOLIS;PU! 





IME XoK=y Matta) KONE) LoyV7 


<EIROMAG- 


OUT Cel TS io irae) GESSIKE Miclxe) GEMS TEC ELMS SO Wiel 
they are not) lost permanently: 


LXeXoy o) Ke) Mahe Tin) (Ved) Ie) COMI Ha) ETAhY7 CCTOKCAVE 
DEESO MSE US cli iolmeEte Scorn 


INKoy for Koy TES Tne Kole) iol Se) SCEMMS, TAKoLe CKO WE) CLE ETA’ AM MIAN) 
EMENEVO(S) tion) Une OU OTS ETS WeMISONES 


i NOW) CONS EXCKOSS Eloy SAI inte) HAICESSAS iO) 
MS SUGY, VISES) Ko) TnKohe SU oy oxoyne davedan) clave! Cokes exe US | Cavey 


Thank you! 


